GOTHIC INSPIRED AGITATIONS 


How to stress out your players in a gothic setting 


Introduction: A list of 50 random, weird, and spooky agitations for you to inflict on 
your players. Along with rules for use. Appropriate for use in the Curse of Strahd 
storyline or any other gothic horror setting. Most agitations are merely to stress 
your players, for flavor or to jumpstart role-playing. However, many have ill effects. 
Yet on occasion, fortune still finds a way to shine where it is often darkest. 
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GOTHIC STRESS 


“The most merciful thing in the world, I think, 
is the inability of the human mind to correlate 
all its contents.” 


— H.P. Lovecraft 


Instructions & 
Recommendations 


The following is a list of 50 events which you 
may introduce in your gothic inspired game. | 
created this for use in my Curse of Strahd 
campaign. There are a variety of type of 
events. | call these agitations. Some will stress 
your players. Most are introduced to add 
flavor and role-playing opportunities. 
However, some have a small negative effect. 
To keep things interesting, there is an 
occasional possibility for a positive effect as 
well. 


Consider giving inspiration to players who 
take these agitations and create an 
entertaining or memorable scene. 


For these to be most effective, they probably 
ought to be introduced sparingly and 
randomly. Alternatively, you may find it 
interesting to tie any of these agitations to a 
specific event, location, or object within your 
game if it would otherwise make sense. 


| formatted each agitation so that the page 
could be printed and then cut into little slips. 
These slips can be shuffled if you want to 
randomize them. | also numbered them so that 
you could roll for a random result (i.e. d% 
divided by 2). Consider giving the slip to the 
victim (I mean player) in a secretive fashion 
and then let the player respond to the group 
with what their character sees, hears, thinks, 
experiences, etc. 


Most of these agitations have intentionally 
vague references. It is up to the DM and 
players to improvise. Is it a hallucination? Is it 
real? Is there any significance to that fleeting 
experience? Maybe it does, maybe it doesn’t... 


For any of the agitations that have an effect, 
either: 
e the effect will be listed 
e it will ask the player to report a save DC 
to the DM 
e or it will ask the player to roll a dice (to 
simulate flipping a coin) 


Please refer to the following sections on how 
to arbitrate these effects. 


Psychic Effects 


Figure 1. Mental Agitations 


Let the player choose between a Wisdom or 
Charisma saving throw with a DC of 13 


e Save: Create a narrative response, 
something spooky, but no ill effects 
occur. 


e Fail by < 5: Roll on the short term 
madness table (page 259 of the DMG) 


e Fail by > 5: Roll on the short term 
madness table (page 259 of the DMG) AND 
take 1d6 psychic damage 


Physical Effects 


Figure 2. Physical Agitations 
Constitution saving throw with a DC of 13 
e Save: Create a narrative response, 


something spooky, but no ill effects 
occur. 


Fail by < 5: Maximum HP is reduced by 5 


Fail by > 5: Maximum HP is reduced by 5 
AND -2 to Constitution saving throws. 
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Negative effects resolve with a short or 
long rest, or with a spell of Lesser 
Restoration. 


Fortunes vs. Misfortunes 


Figure 3. Fortune vs. Misfortune 

Player rolls a dice (or flips a coin) and 

reports the result to the DM 

e Even result (or heads): Fortune. PC 
gains +2 to attack rolls 


e Odd result (or tails): Misfortune. PC 
takes a -2 to attack rolls. 


Effect resolves with a short or long 
rest. A misfortune can be removed with a 
Spell of Lesser Restoration. 


Specific instructions for the following 
agitations: 


Agitation #2 
“Find a penny, pick it up...” 


See figure #3 


e If the result is even (or heads), then 
report to the player that they find the 
coin facing heads up. They receive the 
fortune effect. 


e If the result is odd (or tails), then 
report to the player that they find the 
coin facing heads down. They receive the 
misfortune effect. 


The fortune, or misfortune only takes 
affect if the player picks up the coin. 
If a different player or creature picks 
up the coin, there is no effect. 


Agitation #14 
“T need a hug!” 


See figure #3 


e If the result is even (or heads), then 
the player receives fortune. 


e If the result is odd (or tails), then 
whoever the player hugs receives 
misfortune. 


The fortune, or misfortune takes affect 
regardless if the player hugs or is 
hugged by another creature, but must 
occur within a reasonable amount of time 
after reading the agitation. 


Agitation #40 
“Pass it on” 


See figure #3 


e If the result is even (or heads), then 
inform the player that the companion 
helps finds a reservoir of inner 
strength and award fortune. 


e If the result is odd (or tails), then 
inform the player that despite her 
companion’s best attempts, she is 
overcome with self-doubt and award 
misfortune. 


Other Notes 


Some notes on other agitations: 


Agitation #45 


The description is clearly of a Grim 
Reaper type of figure. Insert the name of 
any god in your campaign’s pantheon that 
would match this description. Or make one 
up. The Neutral Evil God of Death from 3rd 
edition D&D, Nerull, fits this 
description exactly. 
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1. Your stomach growls with hunger. You reach for a snack 
from your bag only to find small worms crawling through the 
item you retrieved. 


2. You find a copper piece on the ground in front of you. 


Roll 1d6 and report the result to the DM. 


3. Your sense of smell is suddenly overwhelmed by a strong 
bouquet of rot. 


4. You scratch your head, and find that a clump of your hair 
has fallen out. You examine the hair, and it is not the same 
color as your natural hair. 


5. You feel sharp stabbing pains in your belly which is only 
relieved after you forcefully vomit a copious amount of bile. 


Roll a Constitution saving throw and notify the DM of 
your result. 


6. Your hand moves to your weapon, and you notice that it is 
not there. Your eyes dart around, but you do not see it 
laying anywhere and you do not recall placing it anywhere. 


7. You feel something bump into your left hip. 


8. You feel a tug on the back of your shirt. 


9. To your left, you faintly hear your mother’s voice calling your 
name in a soothing and beckoning manner. 


10.Everything around you suddenly goes pitch black and there 
is absolute silence. [You are blinded and deaf.] After 6 
seconds (one turn), your senses return to normal. 


11.Memories of every hurt you've ever inflicted on others 
suddenly streams into your mind. 


Roll 1d6. If the result is odd, then you begin to cry 
uncontrollably for 1d100 rounds. 


12.You have a strong urge to eat a pile of dirt or to suck on dirty 
stones or maybe even a cup of crunchy ice. 


13. You cannot seem to get the number “13” out of our mind 
and you develop a feeling of Déja vu regarding the number 
“13” but can’t quite recall why. 


14.You are overcome by the desire to give someone a hug. 


Roll 1d6 and report the result to the DM. 


15.You find a collection of bright red stones on the ground in 
the shape of a triangle pointing in the direction you are 
walking. 


16.From behind, you clearly hear someone, speaking slowly 
and in a deep voice "I know what you dia". 


17.You find the word "SHHH" scratched in the ground at your 
feet. 


18.You begin to feel very warm and sweaty, as if you were in 
an oven that has just been turned on. 


19. You find a single foot print on the ground. It clearly appears 
canine, but it is nearly 6 feet across and a 6 inches deep! 


20.You suddenly feel very cold. The hair on the back of your 
neck stands up and your entire body becomes covered with 
gooseflesh. 
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21.You suddenly experience a vision of thousands of humans 
being tortured and consumed by ghastly creatures. You are 
deafened by their screams and torment. 


Roll a Charisma or Wisdom saving throw (you choose) 
and notify the DM of your result. 


22.You feel a sudden, stabbing pain in the center of your chest 
and you find it impossible to breathe. You fall to the ground 
and lie there a moment before the feeling begins to fade. 


Roll a Constitution saving throw and notify the DM of 
your result. 


23.You find a bloody handprint placed on an object near you. 
The blood appears fresh and the print is missing the fourth 
(ring) finger. 


24.You see a vision of children standing in front of you. They 
are pointing at you and heckling at you. As you watch, their 
flesh rots from their body and then they disappear in a 
sudden flash of fire. 
Roll a Charisma or Wisdom saving throw (you choose) 
and notify the DM of your result. 


25. You catch a strong aroma of sweet berry pie. The scent 
lingers for a few moments longer until your growling 
stomach seizes your attention. 


26.You momentarily find yourself day dreaming. As your focus 
comes back to the present, you notice something hard in 
your mouth. Shocked, you spit it out. What you see is a 
rotten tooth. 


27.Have you ever wondered what it would be like to see the 
world as it would if your head was on a pike? 


28.You look down at your hands and they are both thickly 
covered in bright red blood. You are in shock seeing this. 
[You are Incapacitated] After 6 seconds (one turn), your 
shock resolves and you no longer see blood on your hands. 


29.You feel something crawling in your right ear. 


30.You are being watched. 


31.You scratch your nose and notice that you are bleeding. 


Your nose continues to bleed for 1d100 rounds. 


32.Ah, if only you were back at that old tavern back home... 
The one with the cold brown ale, warm fires, and the pretty 
serving girl with the deep brown eyes... 


33. You trip on something and land flat on your face. 


Take 1d4 - 1 bludgeoning damage 


34.Epiphany: You are someone who learns from your 
mistakes... You will probably learn a lot today... 


35. You had a vicious nightmare last night that doesn’t leave 
your waking consciousness. You see glimpses of large 
black eyes in most things you see. They look straight at you 
and they never blink. 

Roll a Charisma or Wisdom saving throw (you choose) 
and notify the DM of your result. 


36.A large black cat jumps into your path. Yellow degenerate 
eyes stare at you for a moment before the feral feline runs 
across your path before you can react. 


37.In the distance, you see a glowing yellow orb hovering in the 
sky. After a brief moment, you see it accelerate at an 
impossible rate straight up and disappear. 


38.Visions of childhood invade your thoughts. Your mother 
comes to mind, but what was her name? You see her 
standing over you, but your memory goes blank. You cannot 
remember her name... 


39.Nature calls. You break from the party to urinate. As you 
begin to relieve yourself, you are startled by a large rat that 
seems to come out of nowhere. You urinate all over yourself 
due to the commotion. 


40.A hundred self-doubts suddenly jump through your head. 


Hand a 1d6 to another player and ask them to roll your 
dice and then report the result to the DM. 
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41.A phrase keeps repeating in your head, “Game over man... 
Game over!” 


Roll a Charisma or Wisdom saving throw (you choose) 
and notify the DM of your result. 


42.You hear a small, black bird nearby calling to you by name. 


43.Without thought, you find yourself placing your hand in your 
right pocket. And then you become aware of your action 
after you feel something cold and slimy. Then it moves. 


44.Your mind is flooded by a multitude of whispers spoken in 
an unspeakable and ancient tongue. 


Roll a Charisma or Wisdom saving throw (you choose) 
and notify the DM of your result. 


45.You see a faded vision of a figure black as midnight and 
dressed in thick flowing robes and carrying a wicked looking 
scythe. In a low voice, the figure proceeds to command you 
to offer a blood sacrifice in its name, before the next full 
moon. 


46.You find a 4” cross made entirely of old rusted nails on the 
ground. 


47.You hear something heavy drop on the ground with a loud 
“thud”. It does not appear that any of your other party 
members have noticed anything. 


48.You see a door close on its own. 


49.Out of the corner of your eye, you see a shadowy face with 
white eyes staring at you. 


50.You find a small doll that is made in the exact fashion of 
you. Wearing the same clothes. Carrying the same gear. 
The face is wide eyed in fright and there is a small toy 
dagger stuck in its chest surrounded by bright red blood. 
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